ISG CRAFTING SYSTEM 


This supplement makes some slight changes to a few things 
in 5e D&D. We've always loved playing, but one thing we've 
always felt was missing is a system that not only allows 
players extra immersion in creating things as their character, 
but i allows real customization. This system is our answer 
to that. 


CRAFTING EFFECTS 
Rarity Cost Weapon Effects 


1 +1 
0) Add a damage type (Refer below) 
(1) 1d4 ^ 
(1.5) 1d6 M 
(2) 1d8 AAA 
2 Crushing 
2 Sharpened 
1 Vampire 
2 Sticky 


1.5 Multi-Draw 
1.5 Multi-Target (Must have Multi-draw) 
0.5 Well Balanced 


Rarity Cost Armor Effects 


2 +1 to AC 
1.5 Sticky 

1 Thorns 

1 Reflective 

1 Rebound 
2.5 Ethereal 

1 Saving Throw +1 

1 Resistance to a Damage Type 
2.5 Add Skill modifier to AC 

1 Bonus to skill/ability check 


When crafting items, the base item has its own rarity; a 
value of 1 (a.k.a Common). Each effect added to the base item 
increases its total Rarity by the value indicated by Rarity 
Cost. (Round down after getting the total cost). I.E. Adding 
1d6 poison damage and Sticky to a common shortsword, 
would increase the cost by 3.5, Resulting in a Total of 4.5, 
rounded down to 4, Leaving you with a Very Rare 
Shortsword. 
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Another way to view Rarity cost is to treat it as a 
point buy. If you are making a Divine set of Plate 
Armor, you have 9 points to "purchase" crafting 
effects, (the plate armor starts as Common, using 
up 1 Point). 


ee 


ADDING AND REMOVING PROPERTIES TO 
WEAPONS 


When crafting weapons of different material types, or even 
depending on the effects added, it will be necessary to add 
Properties to the weapon. This wil be very situational, and as 
always, the GM has the final say of what adds these 
properties. Any properties that are normally on a weapon 
according to the Player's Handbook will apply, though they 
can also be removed through properties and materials as 
well. Common properties that vary are Light, Heavy, Finesse, 
and Two Handed. 


MATERIALS 


Finding available materials to craft is largely up to GM 
discretion. Materials can be obtained using the optional 
Salvage rules described within our system, bought, or even 
just found conveniently in the exact amounts needed for the 
awesome sword that your Ranger Blacksmith wants to make. 
It is also suggested that most of the "Crafting Effects" 
described here require special materials, as to not break a 
GM's game. If using the salvage rules, or even just awarding 
the players, we've provided a handy chart as a guideline of 
when would be approximately appropriate to allow access to 
that level of materials. 


Level Name Recommended CR 


1 Common 1-2 

2 Uncommon 3-4 

3 Rare 5-6 

4 Very Rare 7-8 

5 Exotic 9-10 
6 Epic 11-12 
7 Legendary 13-14 
8 Artifact 15-16 
9 Ascended 17-18 
10 Divine 19+ 


As you can see the progression is staggered rather 
uniformly. This is by design, allowing players to start gaining 
materials that they can save to make a really great item once 
they level up, or use the better materials to make an item with 
fewer resources. (For more details on the material 
requirements we've outlined, see "Crafting Rules" on the next 
page.) 


CRAFTING RULES: 


In order to craft an item of a certain rarity level, one must be 
the proper Character Level. The available rarity for a 
character to craft up to is half of their level, rounded 
down. So for example a 10th level character can make from 
common to Exotic level weapons, but not Epic or above. 


RARITY 


In 5e D&D there are only a few levels of Rarity, and in order 
to allow the level of customization we wanted, we had to 
expand upon them. The cost here assumes that all the 
materials to make the item will be bought. Adjusting the cost 
to reflect how many of the materials are provided by the 
player is important, as the cost should be minimal if all 
materials are provided. The remaining cost would reflect 
small materials like screws, or other small things that aren't 
usually kept track of. 


ITEM RARITY VALUES 


Level Name Cost (GP) Crafting Time 
1 Common 50 3 Days 
2 Uncommon 200 1 Week 
3 Rare 2,000 2 Months 
4 Very Rare 20,000 3 Months 
5 Exotic 50,000 5 Months 
6 Epic 100,000 7 Months 
7 Legendary 200,000 10 Months 
8 Artifact 300,000 1 Year 
9 Ascended 500,000 2 Years 
10 Divine 1,000,000 5 Years 


MATERIALS FOR CRAFTING 


When creating an item, 5 material of the same rarity as the 
end product is usually used, though there are other variants 
to material cost. For every level higher than the material that 
the item is, the cost doubles. So an uncommon item can be 
made with 10 common material. 

The maximum rarity of a crafted item is equal to the 
highest Rarity material used, plus 3. So if only 1 Very Rare 
material is used, then not only can a Very Rare item can still 
be made, you can also still make a legendary item. When 
filling in the rest of the material requirement, that Very Rare 
material still counts with the same fractional equivalent 
towards completion. So you would need 8 Rare materials, or 
16 Uncommon materials to finish a Very Rare item. 

For every level lower than the materials that the item is, the 
cost halves. If the value is lower than 1, the item cannot be 
made. (Round down for every level) 

Ex. 3 legendary materials can create an Epic item, or 1 can 
create an Exotic. Very rare, rare, uncommon, or common 
items cannot be made. 

Now this is a lot of number crunching, and can get 
confusing pretty quickly, so we've made a few charts to help 
get a handle on materials needed for crafts. 


NEEDED CRAFTING MATERIALS 


Level Material Rarity Number of materials Resulting Item 


1 Common 5 Common 

2 Uncommon 5 Uncommon 
3 Rare 5 Rare 

4 Very Rare 5 Very Rare 

5 Exotic 5 Exotic 

6 Epic 5 Epic 

7 Legendary 5 Legendary 
8 Artifact 5 Artifact 

9 Ascended 5 Ascended 
10 Divine 5 Divine 


This Chart above is just to illustrate that any item can be 
made with 5 materials of the same rarity. 


Material Rarity © Number of materials Resulting Item 


Common 5 Common 
Common 10 Uncommon 
Common 20 Rare 
Common 40 Very Rare 
Uncommon 5 Uncommon 
Uncommon 10 Rare 
Uncommon 20 Very Rare 
Uncommon 40 Exotic 
Legendary 5 Legendary 
Legendary 10 Artifact 
Legendary 20 Ascended 
Legendary 40 Divine 
Ascended 1 Legendary 
Ascended 3 Artifact 
Ascended 5 Ascended 
Ascended 10 Divine 


This chart hopefully better illustrates some of the varying 
material cost you achieve by using materials to make items 
that are either a higher or lower level 


UsING MULTIPLE RARITIES OF MATERIALS 
Rarity | Number of materials End Result 


Common 6 


Uncommon 2 Uncommon ltem 


Very Rare 8 
Epic 6 


Legendary 1 Legendary Item 


Very Rare 16 
Epic 8 


Legendary 2 Artifact Item 

A few examples of using different rarities to craft one item. 
Remember to factor the materials with fractional equivalents. 
So A legendary item using 3 legendary materials has 3/5ths 
of its requirement filled. Double the cost to use lower level 
Epic Materials, and you need to still fill in 2/5ths, though you 
now need 4 materials, filling in 4/10ths. 


MATERIAL EXAMPLES 


Many materials can span the whole gamut of rarity, with 
simply higher quality versions of them allowing for the easier 
increased rarity crafting. If deciding to limit certain materials 
to certain ranges though, here are some examples of how we 
would handle that. These charts will show materials used for 
multiple items. Not only weapons, but also armor, and 
anything else 


Material Rarity Range 
lron 1-3 
Steel 2-5 
Adamantium 5-10 
Leather 1-3 
Dragon Scale 4-8 
Dragon Hide 4-8 
Reptile Hide 1-4 
DragonBone 4-8 
Obsidian 2-7 


For example, a character decides to make DragonHide 
armor. They want to make an Artifact-Level version, but 
haven't yet gathered the materials. And since they've only just 
hit level 15 they can't quite craft it yet either. (See crafting 
rules for more info on why). 

But since they hit Level 15, they can start receiving Artifact 
rarity versions of Dragon Hide when scavenged. 

If instead they decide that they will start saving their 
artifact level Dragon Hide, they will be able to eventually craft 
up to Divine Rarity Armor using it, but since the Dragon Hide 
is capped at 8, (Artifact), They will need to save up 20 
material. (Again... See Crafting Rules.) 


SPECIAL MATERIALS 


In order to allow certain Crafting Effects, it is recommended 
to restrict them with certain specific versions of materials, or 
"Drops". For example the Ethereal effect is very powerful, and 
clearly can not be accomplished through normal means of 
crafting. But if the character crafts their armor using a "Soul 
Shard" or something else cool like that, it would unlock 
Ethereal, though not automatically give it.Not all special 
materials will be as hard to get as that, but should still be 
used to restrict effects. "Special" Materials should be treated 
normally for calculations, and have rarity values just like any 
other material The only difference is allowing access to 
previously restricted Effects. 


SPECIAL MATERIAL DROPS 
Material Allows access 
Dragon Tooth Damage of a specific Type 
Ethereal 
Cold Resist 


Essence of Shadow Sneak bonus+1 per material 


Nightmare Hoof 
Salamander Scale 


Vampire Dust Vampire 


OPTIONAL RULE: INCLUDED EFFECTS 
Properties/ Effects 
Iron --- 


Steel ses 


Material 


Adamantium Unbreakable 
Leather --- 
Dragon Scale Sharpened 
Dragon Hide Resistance (Depends on dragon type) 
Reptile parts Poison damage 
DragonBone Light 
Obsidian Well-Balanced 


This Chart is showing What some good common attributes 
are to automatically add to an Item when that material is 
used. If a character collects enough material from one type of 
enemy, such as only scales from Green Dragons, and decides 
to use those in crafting an item; it could be a nice reward to 
include innate poison attributes, like damage or resistances. 
In cases like these, don't factor the innate abilities into the 
Rarity cost. It's just assumed that they are present within the 
"1" cost already used to represent a common weapon of that 
type. 


EFFECT DESCRIPTIONS 


This is to describe some of the effects we've created. Keep in 
mind, some effects can be stacked to increase the damage 
die, or increase their effectiveness otherwise, even if not 
indicated by the chart, like Vampire, Reflective, or Multi- 
Draw. 

Well Balanced: When adding this to a Weapon that 
normally has the Two-Handed trait, it replaces it with 
Versatile. If not a two handed weapon, then it adds the 
Finesse property. 

Add a damage type This can be any type of damage, 
depending on GM discretion, and materials used. Adding 1d8 
is a Total Rarity Cost of 2, you do not add the cost from 1d4 
or 1d6. however adding 2d8 to a weapon, would cause the 
cost to stack to 4. It can also be taken for multiple types. Like 
adding 1d4 poison at a Rarity Cost of 1, and then 1d8 Fire at 
a cost of 2. The total Rarity Cost is then 3 for the applied 
modifiers. 

Vampire: 1/4 of damage dealt gained as HP 

Sticky: Use your reaction to force disadvantage on a melee 
attack within your range, if the attacker misses, you gain an 
attack 

Multi-draw: Add an extra projectile to your attack with a 
ranged weapon. Roll to hit with each. Multi-target: allows 
attacking multiple targets with each projectile 

Reflective: If hit by a ranged spell automatically do damage 
to the caster: Minimum 1d4 

Rebound: If hit by a ranged attack, automatically do 
damage to the creature targeting you: Minimum 1d4 


CRAFTING CONDITIONS: 


Ethereal: Once every hour, spend a reaction to plane shift, 
negating any damage incoming once. 

Thorns: If hit by a melee attacker, automatically do 
damage to them: Minimum 1d4 

Crushing and Sharpened: Both of these Effects work in 
very similar ways. Crushing can only be applied to 
bludgeoning weapons, and Sharpened applies to both 
slashing and piercing weapons. Either effect allows the 
weapon to deal the total damage of the weapon at a stage 
closer to vulnerable to its target. 

So in the case of fighting a creature that is immune to 
slashing, bludgeoning, and piercing from non magical 
weapons, you deal damage to it as if it was resistant to your 
attacks. If it is resistant you do your full damage normally, 
and in the case of no resistances, you would deal your 
damage as though it was vulnerable. As a reminder of the 
stages of vulnerability and what they do, we've included this 
quick chart 


DAMAGE RESISTANCES 


Resistance Damage effect 
Immune No damage taken 
Resistant Half damage taken 

None Normal damage taken 

Vulnerable Double damage taken 


Crushing should also add the Heavy Property to a weapon, 
while sharpened may add the Light Property. 


When a player has gathered enough materials to craft an item, the GM then decides what conditions apply to the craft in addition 


to those items themselves. 


The crafts may require several conditions to be met, or even none; though a craft with zero requirement would usually be an on- 
the-fly job and not of a high quality. What follows is a list of common conditions for the GM to reference, though, (as with most 


everything in this guide), it is not a list of everything possible. 


CRAFTING CONDITIONS 
Condition Effect 


Assistance: Sometimes the craft is exceedingly complex, or large. In order to complete these crafts, multiple people would 
be required to meet all other requirements in order to assist. If help is needed then the craft completes as 
normal; but if it is not a requirement, and is still accomplished, then the time and/or stress can be minimalized. 


Tools Proficiency with a relevant set of tools would make any craft easier 


Forge A working Forge is vital for many weapons and Armor 


Base Materials such as metals and leathers, could be bought or gathered through scavenging. This is a little different 
Materials from just having your normal required materials, such as if the GM decides that, while you can make a buster 
sword out of those dragon scales, you also need leather to make the hilt. If not provided from scavenged 
materials, or repurposed from older materials, then even an otherwise fully custom item will come with some 


additional cost 


Time See Gaus time above. This will be present in MOST situations,though some smaller items like simple potions 
can be crafted rather quickly. Those values also assume a normal working pace. 


Stress Usually relates to Time. If a character exerts themselves to a higher degree in order to complete an item in a 
shorter amount of time, they can lose levels of rest, or gain exhaustion. I.E. a character completes an item in a 
short rest rather than a long rest, but they gain no benefit from the rest itself; or they complete an item in a very 


short span of time, but they suffer a leve 


of exhaustion as a result. Even when working over a long period of 


time, stress can accumulate. It's up to the GM to determine if they are adequately resting between days. If not, 


stress will definitely build up. 


Focus: If outside forces (or sometimes internal) are enough to make the crafter lose focus on the item they’re making. 
Suggestions for having this affect players would be to either have the time doubled, or add a level of stress to 


the craft. 


SALVAGE RULES 


When determining salvage yield, there are three steps taken 
to the salvage itself. Players will test their skills against the 
target of salvage using their knowledge and skills with 
salvaging tools to determine how much of any given material 
can be acquired. 

SKILL CHECK 

Determines what skill is being used to salvage in each case. 
Add the relevant mod to Quality check, and the salvage roll. 
(A Ranger who has Survival +3) 


CONTEXT 

Determines the situational availability of material, usually 
decided by how destroyed the target of salvage is or how 
complex it is. This value is usually up to GM discretion, and 
can be positive or negative. (The Ranger fells a wolf with a 
single arrow to the heart, and so in this context a GM would 
likely say it is in full salvage condition, giving a +5 to the 
quality roll.) 


SALVAGE TOOLS 

Salvage Tools are a custom set of tools created to use with 
this system. Though usually given at character creation, they 
should not be considered that difficult to learn afterward. If 
you are proficient with Salvage Tools, you add your 
proficiency bonus to both the quality and the yield rolls. (This 
is this Ranger's first hunt alone and they are not completely 
sure of how to skin a wolf on their own. They are not 
proficient with Salvage Tools.) 


QUALITY ROLL 

Roll a d20 to decide how much of the Target is salvageable, 
adding any applicable modifiers. Using the chart below, roll 
the corresponding dice to your d20 quality roll to determine 
number of material acquired. 


RESULTS 

d20 roll Yield 
1-2 Cannot salvage 
3-5 d4 
6-10 d6 

11-14 d8 

15-17 d10 

18-20 d12 
21+ d20 


(The Ranger rolled a 7 on their d20. However, their 
proficiency with Survival increases the total to 10, and the 
context of the situation rewarding a +5 increase the Ranger's 
total to 15, allowing them to roll a d10 instead of a d6.) 


YIELD 

Use your Yield dice to roll the number of items you acquire 
from the salvage, adding any applicable modifiers. (The 
Ranger rolls their d10 and gets a 5, however, their Survival +3 
increases the value to 8, giving them 8 materials from the 
wolf.) 


IT ALL COMES TOGETHER 


To give an example of our systems working in tandem, we'll 
use the Ranger and wolf from the previous example to walk 
through a crafting scenario. 


CONDITIONS 

Since the Ranger already has the basic requirements of at 
least 5 materials to craft, next would be to set up the 
conditions necessary to actually make the item. The Ranger 
decides they need a cloak. So a forge isn't necessary, but 
definitely time, and some base materials of cloth. 


RARITY 

Let's assume for the sake of the example that the 5 materials 
were Very rare. The pelts allow for a very rare cloak now. The 
ranger is at a Rarity value of 1 with a regular cloak, and has 3 
points to essentially "spend" on making it special. The GM 
allows a +1 to AC mod, spending 2 points. The ranger also 
decides they'd like to take resistance to cold damage, and 
because it thematically fits according to the GM, and it'sa 
very warm cloak, they spend the remaining 1 point to add the 
resistance modifier. Leaving them with a+1 Cloak of cold 
resistance. 
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CLOAK OF COLD +1 


Gives the Wearer resistance to Cold damage, as 
well as a bonus +1 to their AC. Also is very fuzzy, 
and soft to the touch. 
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SAMPLE ITEMS 


SPELL BREAKER 


Epic Shield, Reflective3 (3d4), +2 Dex saves 

Long lost magics radiate from within this shield, amid complex runes and intricate craftsmanship. Its origins lost to time. 
Strangely, when wielding spellbreaker reflexes seem sharpened as well, allowing the wielder to evade large spells with greater 
ease. 


BISHOP'S MAIL 


Artifact Plate Mail, +1 Wis save, +1 Cha save, + Wis and Cha to AC 
Ancient garb with plate armor woven betwixt layers of cloth. Heavy and decorative. Add your Wisdom and Charisma modifiers 
to your AC, and gain +1 to Intelligence and Wisdom saving throws. 


TINGED DAGGER 


Very Rare Dagger, 1d4 piercing + 1d4 poison + Vampire 2 
A musky smelling blade forged in the secret tunnels thieves like to call home. Feels somewhat like moss and leather. Add 1d4 of 
poison damage to your attacks, and absorb 1/2 of all damage dealt by this weapon. 


INSECTOID GREATSWORD: 


Epic Greatsword, 2d6 Slashing + 1d4 poison, Sharpened, Sticky 
A Greatsword crafted from the exoskeletons of giant creatures from the underdark. It has a mysterious sheen covering the 
blade, causing things to stick to it. 


VICTORIOUS LANCE 


Ascended +1, 1d12 Piercing, 1d8 Radiant, Sharpened, Vampire 3 

A lance wielded by the legendary Seventh Bastion of Magna Varia. Simply holding this weapon imbues the wielder with 
unwavering confidence and ambition.Ages ago, this very lance skewered countless foes, never once failing to carry its wielder to 
victory. 


RAINFALL 


Divine Longbow, 1d8 piercing, Multi-draw 4, multi-target, Sharpened. 

This Longbow is infused with a blessing from the Goddess of the Hunt. Legends say that her prey's final sight would be a sky of 
falling arrows, and more than one fool believed it to be nothing more than rain, unaware of their imminent fate until the last 
moment. 
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